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WHY ARE CTW COMPUTER GAMES DIFFERENT? 

Since 1968. Children's Television Workshop (CTW) has demonstrated that one of 
the greatest vehicles for learning is fun. The computer activities developed by the 
CTW Software Group for CBS Software continue this tradition drawing on the 
interactive capability of the computer 

THE GOALS OF CTW GAMES 

These computer games have extended the goals pioneered by CTW in television 
with Sesame Street, The Electric Company and 3-2-7 Contact . Friendly and en¬ 
gaging. they encourage constructive play and active learning. CTW games allow 
players to experiment and explore, to think and solve problems, and to practice 
skills while they are having fun. Each one is designed to be a family experience- 
where everybody plays together and learns from each other 

COMPUTERS AND LEARNING 

Equally important, the computer has brought an exciting new dimension to elec¬ 
tronic learning-that of interaction. A great deal of planning and research have 
gone into making these games responsive to players of different ages and learn¬ 
ing styles Whenever possible, the level of difficulty, pacing and direction of the 
games are under the control of the player. As the player responds to the com¬ 
puter, the computer responds to the player. 

THE ARGOS EXPEDITION is a game of social interaction that balances group 
cooperation and individual initiative as it challenges players and encourages 
them to carefully weigh the consequences of their actions. Each voyage is a new 
adventure and a new experience as players encounter new situations with 
different results! 


The games and materials in this package were developed by the CTW Software Group, 
a division of Children s Television Workshop, in cooperation with CBS Software. 

Program © 1984 Children's Computer Workshop, Inc. All Rights Reserved. 

Package and Manual Design © 1984 CBS Software. A Unit of CBS Inc 
•THE ARGOS EXPEDITION is a trademark of Children's Computer Workshop, Inc. 



ARGOS 

E X P E D I T I O AT* 


T he journey begins. A trek... 
beyond the galaxy, beyond 
the universe, beyond the 
boldest limits of the imagination! 

The quest is clear: To seek, re¬ 
trieve and recover artifacts from a 
culture as ancient and mysterious 
as any ever known. 

How does one prepare for such a 
journey? Can one ever be ready? 
THE ARGOS EXPEDITION 
awaits those brave enough to 
dare. 

You are the chosen crew. The 
ship’s Control Computer will 
guide you through the necessary 
preparations for launch. This 
Flight Manual will offer more de¬ 
tailed information on all aspects 
of your mission. 


PREPARE FOR LAUNCH 


Assemble Your Crew 

The Argos can accommodate a crew of two. three or four. Search out the 
strongest, sharpest, most steadfast team you can summon. 

Board the Argos. It will be your home and your lab as you venture 
through space. The Control Computer will guide the ship following your 
commands. 

First you must log in: 

■ Enter the number of crew me mbers on the keyboard. That number will 
appear on your screen. Press I RETURN] to continue. 


Choose Your Ship Controllers 

One by one, crew members may now log in and select one of four control¬ 
lers: Keyboard, Joystick, Paddle One or Paddle Two. 


Crew Member One: 

Keyboard 


Crew Member Two: 

Joystick 


Crew Member Three: 

Paddle One 


Crew Member Four: 

Paddle Two 



Each controller is unique. No controller is supreme, but used together, 
they can guide you safely and wisely through the cosmos. 

Discuss your preferences among your crew and as Mission Control 
calls you. make your choices and enter your names. Then activate your 
controllers as follows, depending upon the size of your crew: 

■ Keyboard: Press the I SPACE BARI. _ 

■ Joystick: Press the Joystick Button. _ 

■ Paddles: Press a Paddle Button. _ 

As you activate, you will move to the next task. 


Placing Your Mission on Hold 

You can plac e your mission on h old at any time by pressing 
I RESTORE! . Press I RETURNl to resume play. You may want to do 
this when you first encounter an Artifact or a Hazard so that you 
can then check this manual for guidance. 
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Choose Your Mission Level 

The complexity and challenge of your mission depends on the level vou 
choose. 


Basic: 

Crew members receive a Group Mission only and 
search for Epoch 1 Artifacts. 

Advanced: 

Each crew member has one Secret Goal in addition to 
the Group Mission and the crew seeks Artifacts from 
both Epoch 1 and Epoch II. 

Expert: 

Crew members have two Secret Goals each, as well 
as the Group Mission, and may be asked to retrieve 
Artifacts from all three Epochs. These artifacts may be 
hazardous to the ship's status. Also, on this level, crew 
members may have Space Sickness as a Secret Goal 


Discuss the options among yourselves. Decide what kind of mission vou 
want to try. ’ 


■ Enter that mission level number on the keyboard.Then press I RETURN! 
to confirm your crew’s choice. 


Choose Your Mission Length 

Your trek through space can be: 

S hort: 45 minutes _ 

M edium : 90 minutes 
Long: 180 minutes 

You select the duration of your journey and Mission Control will provide 
an appropriate goal. You may complete your mission at any time before 
the time limit is up. If time runs out, the mission will end. 

■ Enter the Mission Length number on the keyboard. Press I RETURN I and 
stand by! - 1 
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THE MISSION 


What is the nature of your quest? To soar into deep space, search out the 
remnants of an alien civilization and return them safely to Mission Control 
-all for the betterment of mankind. An awesome task. 

The specifics of your mission will vary each time you embark upon 
THE ARGOS EXPEDITION But every mission will contain some of 
these factors: 


Credit Advance 

To aid your efforts. Mission Control grants each crew member: 

a) an advance of 500 credits and 

b) a salary of 50 credits. 

Salary payments occur at intervals throughout the mission. 

Credits buy tests in the Artifact Chamber which allow you to gain a further 
understanding of Artifacts and their mysterious functions. So guard your 
credits well and plan how you will use them. 

Your work in the Artifact Chamber (page 20) will determine the success of 
your mission and also will bring you personal rewards. 


Secret Goals 

In Advanced and Expert Missions, each crew member will receive 
Secret Goals. 

Mission Control will call upon you to draw a number of Secret Goal cards, 
which inform you and you alone of that goal. Do not share this information, 
but use it as you travel. 

Secret goal cards ask you to work on behalf of private concerns 
(Example: Portable Parsecs). 

After choosing your Secret Goal, carefully read the card. It will describe 
your individual goal. How well you accomplish your Secret Goal will de¬ 
termine your bonuses at the end of the mission. Often, your goal is in 
conflict with that of other crew members. 

It is very important that you keep this information secret! You may refer to 
your Secret Goal cards throughout the mission. 
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There are three types of Secret Goals: 

1) Your client may be interested in a particular kind of artifact. If you re¬ 
ceive this type of Secret Goal and fulfill its conditions, you will be awarded 

a) a salary increase of 50 credits for each one of these Artifacts, or 

b) a bonus for each one of these Artifacts of which you own 
more than 20 shares. 

2) Sometimes, your client is interested in the results of a certain test. If 
you pay for this type of test on any Artifact and fulfill the goal conditions, 
you will be awarded 

a) a bonus, or 

b) a salary increase of 50 credits when you pay for such a test. 

3) Space Sickness is the most dangerous Secret Goal because it pits you 
against other crew members. Space Sickness occurs only in Expert 
Missions. If you receive this Secret Goal you will participate in 
Mission Control's study of the effects of Space Sickness on the crew 

of THE ARGOS EXPEDITION. You will have two objectives: 

a) To disrupt the mission in specific ways. 

b) To do so without raising the crew’s suspicions. 

If you are successful and remain undiscovered at mission end. you will 
receive a 10,000 credit bonus. 

If. however, the rest of the crew uncovers your plot before mission end, 
each one of them will receive a 2,000 credit bonus. 

If you are falsely accused of Space Sickness by all other crew members, 
the mission ends immediately and no credits are awarded! (See SPACE 
SICKNESS, page 15.) 

Each Secret Goal card contains the following information: 

Client: Who you are working for. 

Goal: The type of Artifact or Test you need. 

Fee: How much you will get paid. 

Conditions: What you must do to get paid. 

Secret #: The number to be entered when requested by Mission Control. 


■ Secretly enter your card number on the keyboard. An asterisk (*) will 
appear on the screen for each digit you type. When you are done, you 
will automatically move on. 

Important; If you select an Advanced Mission, be sure to remove the 
three Space Sickness Secret Goal cards from the deck before starting. 
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Mission Objective 

Your dauntless group of space adventurers is almost ready to blast off 
into Artifact-filled space. But first you must know your Mission Objec¬ 
tive. This is your Group Goal. You and your crew must achieve this goal to 
accomplish your mission. Only a successful mission will earn credits for 
your crew. 

A Mission Objective can be specified in three ways: 

1) Return a certain number of Artifacts to Mission Control. 

2) Return a given number of named Artifacts to Mission Control. 

3) Return certain kinds of Artifacts to Mission Control. 

Each mission type has its own level of difficulty. Each will require a differ¬ 
ent kind of planning. And each will require the crew of the Argos to work 
together and make joint decisions. 

Remember: Individual credits will only be awarded when the Mission 
Objective has been met. 

The range and complexity of your mission depend on the mission level 
and mission length selected. 

Exactly how you go about completing your mission is entirely up to 
you and your crew. You can review your Mission Objective at any 
time by pressing f*1 . 

Remember: Throughout THE ARGOS EXPEDITION you will need 
to weigh and choose between what is best for the group and what is 
best for yourself. 

So be wise: Keep note of your goals and bonuses, watch your crewmates 
and your credits carefully, and may celestial courage guide you. 


Moving About The Ship 

From the Map to the View Screen to the Artifact Chamber . You may move 
freely from any area of the ship to another using the function keys. 


ED 

Takes you to the Main Control 

Room and the View Screen 

ED 

Takes you to the Artifact Map 

DU 

Takes you to Sick Bay 


(Expert Missions only) 

m 

Takes you to the Artifact Chamber 
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PLOT YOUR COURSE 


You've accepted your mission. Depending upon its complexity, each crew 
member has his or her secret goal in mind. With your controllers at hand, 
you are ready! 


Charting Your Course 

To chart your course, you need a three-dimensional view of the universe. 

After you receive your Mission Objective, press I RETURN"! to start 
the clock and move to the Artifact Map. 



Artifacts 


The Argos 
Mission Control 

Destination 

Energy 


The Artifact Map displays the following: 

■ A Three-Dimensional Map 

The central black area represents a 3-D view of the universe. 

Artifacts, represented as colored letters, occupy a configuration in space 
to match the Ship Level legend to the right. Ten Artifacts are shown at 
once. 

The Argos, represented by a blinking cursor, appears in the lower left 
corner and is colored to indicate its level in space. 

Mission Control, represented by an oval icon, also appears on the map, 
near your ship. 
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■ Ship Level Legend 

The colored legend to the right of the map indicates three things: 

The Depth of Artifacts in Space. From top to bottom, each color repre¬ 
sents a deeper level in space. Green is the closest and violet is the fur¬ 
thest away in space The color of each Artifact will correspond with this 
legend and indicate its depth. 

The Location of Mission Control. Mission Control occupies the top 
(green) level of space. Consult the legend to locate Mission Control. 
Mission Control will remain at this location throughout your mission. 

You must return to Mission Control when, and only when, you have 
completed your mission. 

The Depth of the Ship in Space. An arrow just left of the color legend will 
indicate the current level in space of the Argos. At the start of a mission, 
the ship will be green-at the highest level. As your journey proceeds (and 
each time you return to the Artifact Map) the level of the ship may change. 

■ Energy Stats 

There are two kinds of energy statistics displayed on the Artifact Map: 

Ship Energy. Below the Ship Level legend you will see a digital readout of 
the Argos' current energy status. 

Destination Energy. Below the Artifact Map, each lettered Artifact is listed 
again along with the energy required to reach it. 


Plotting Your Course 

Every time you are ready to visit another Artifact, you must use the 
Artifact Map. 

Consider your ship's energy status and then confer with your crew. 

Are you willing to try to complete a long journey-one that may cost you 
energy but ultimately pay off with a valuable Artifact? Or would you rather 
take a short hop into space for starters? Every trip, no matter what its 
length, may hold surprises for you. 

■ Talk among yourselves and select your desired location. 

■ Enter that letter on the keyboard. The Artifact you have chosen will blink 
on the screen. 

■ As a crew, activate all controllers at once to confirm your choice and 
you’re off! 

■ Press |J3] at any time to return to the Artifact Map. 
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CHECK YOUR GAUGES 


You are on your way. In pursuit of your quarry, you speed through un¬ 
known reaches of the galaxy, hurtling ever onward. The blackness of 
space stretches before you, yet you are neither baffled nor afraid. 



The gauges on either side of your View Screen keep you informed of 
your status, progressand what the universe still holds in store inside and 
outside the Argos. 

You consult each gauge in turn, keeping an eye on all of them. Each one 
will flash when there is a change in its status. 
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GAUGE 

TEXT 

NAME 


LS 

LIFE SUPPORT 

s 

TE 

TEMPERATURE 

© 

RAC 

RADIATION HAZARD 

■ 

LE 

SHIP'S LEVEL IN SPACE 

O 

AC 

ARTIFACT CHAMBER 

O 

SC 

EXTERIOR SCANNER 

00:12 

LEFT READOUT 

ELAPSED TIME 

10460 

RIGHT READOUT 

SHIP ENERGY 


Whenever the ship is approaching an Artifact or a hazard, the SC gauge¬ 
signalling an Exterior Warning—will flash. If the object happens to 
be a hazard, it may also affect the Ship Energy gauge or Level in 
Space gauge. 

On Expert Missions, any object that you bring aboard may affect every 
gauge that monitors the ship's interior, including: Life Support. Tempera¬ 
ture. Radiation Hazard. Ship Energy. 

So it is wise to keep an eye on your gauges as you progress through your 
mission. They are likely to reveal information vital to your protection and 
guidance. And often it is data you never could have anticipated without 
them! 

Note: You will want to keep track of both elapsed time and energy level. You 
may have to burn artifacts to get more energy (see ARTIFACT CHAMBER, 
page 22) and you must complete your mission and return to Mission 
Control before time expires. 
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HAZARDS! 


Beyond the outer limits, through the deepest depths of space, you 
and your crew find yourselves flying, faster and farther than you ever 
dreamed possible! 

Who knows what lies ahead in this uncharted realm of the universe? You 
carry out a routine check. Your course is set, your crew seems alert and 
your energy level is stable. Everything seems fine... 

Your scanner flashes-and sounds! 

WARNING! THE SHIP IS APPROACHING A HAZARD! 

What kind of hazard is it? And how can you and your crew negotiate it? 

There are three kinds of hazards you may encounter in THE ARGOS 
EXPEDITION. Each one will require cooperation among crew members. 
To clear any hazard, the crew must work together. 

With teamwork, the crew can control and overcome any hazard. 
Without teamwork, a hazard can threaten the safety of the crew, the 
ship-even the mission itself! 

Note: When a Hazar d first appear s, new crew members may want to put 
the mission on hold ( I REStOREI ) and refer to the following pages for 
guidance 
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Meteor Hazard 



Showers of red, blue and speckled red-blue meteors randomly rain 
through the universe. If a meteor hits the Argos, it will drain the ship’s 
energy. 

When a meteor hazard appears, it activates the ship's lasers. The lasers 
appear as red and blue beams. 

If two crew members are aboard, one laser will be horizontal, the other 
vertical. 

If three or four crew members are aboard, two lasers will be horizontal 
and the other two will be vertical. 

Crew members must use their controllers to position these lasers 
and vaporize the meteors. 

If a meteor is red, two red lasers must be used. If it is blue, two blue 
lasers must be used. If it is red and blue, one red and one blue laser must 
be used to shatter it. 

■ Crew Member One presses [z] and [X] to move the red vertical laser 
from side to side. 

■ Crew Member Two uses the joystick to move the red horizontal laser up 
and down. 

■ Crew Member Three turns the paddle to move the blue vertical laser from 
side to side. 

■ Crew Member Four turns the paddle to move the blue horizontal laser up 
and down. 

Work with members of your crew to center both a vertical and 
horizontal laser beam of the right color over a meteor in order to 
shatter it. 
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Gravity Warp 



Gravity Warp 
Ship's Position 


A gravity warp, a vacuuming tunnel of great force, may drain energy from 
the Argos. Crew members must band together to steer the ship safely 
through it and try to gain valuable energy. 

When the ship moves into a gravity warp, it will appear as a target 
sight (+) moving through the walls of a space tunnel. The ship is 
helpless in a gravity warp unless crew members use their controllers to 
center it and move it swiftly through. When the View Screen is red, the 
ship is losing energy. When it is black, the ship is gaining energy. 

Crew members use their controllers to center the ship and speed it 
through the gravity warp. 

■ Crew MemberOne presses [S] and [F] to help the ship move Slow or Fast. 

■ Crew MemberTwo uses the joystick to center the ship between the walls of 
the warp. 

■ Crew MemberThree turns the paddle to deactivate the warp s sounds. The 
border of the screen will turn from red to black when the sound is deactivated. 

■ Crew Member Four presses the paddle button to keep the walls o! the warp 
and the ship in sight Sometimes, the paddle may also have to be turned to 
make the ship visible 

When there are fewer than four crew members, the gravity warp will only 
emit the effects that crew members can control. 

All controllers affect each other in a gravity warp. If a crew member is 
notdoing his or her part, it will be more difficult for the others to do theirs. 

If the crew charts a good course, the ship will move safely out of the 
warp. Whenfour crew members are aboard, and all ha ve found the rig ht 
course through the warp. Crew MemberOne mavhitthe I SPACE BARI to 
lock in thatco urse and zoom out of the warp. 


13 






Wormhole 



Wormhole 


Ship s Position 


When the Argos flies into a wormhole, it will appear as a red oval 
spinning on an elliptical spiral. The ship will move toward the 
innermost ring of the spiral and be swallowed-unless the crew can match 
the peculiar melody of the wormhole! 

Crew members use their controllers to match each tone. 

■ Crew Member One presses the I SPACE BARI to match the lowest tone. 

■ Crew Member Two presses the joystick button to match the next 
highest tone. 

■ Crew Member Three presses the paddle button to match the next 
highest tone. 

■ Crew Member Four presses the paddle button to match the highest tone. 

Crew members must identify which tone they control. 

When a wormhole sounds a tone, a crew member must match it or 
else the ship will jump to an inner ring. A crew member sounding 
a tone at the wrong time will also cause the ship to jump to an 
inner ring. 

If crew members match the tones in the correct sequence, the ship will 
move to an outer ring and eventually escape the wormhole. 
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SPACE SICKNESS 

(Expert Missions Only) 


Your crew appears to be able, loyal and fit. But as the mission proceeds, one 
of them begins to behave strangely. 

You have your suspicions. Perhaps it is a case of Space Sickness! But you 
must be absolutely sure. You observe for a while longer-and your worst 
fears seem confirmed! There is no recourse but to send that crew member 
to ...Sick Bay! 

m Press [?5] to enter Sick Bay. 

Only in Sick Bay can one crew member accuse another of Space Sickness. 


The Accusation 

Once in Sick Bay. all crew members will be listed on the roster. 

■ The suspecting crew member enters the number of the Suspect. The 
Suspect s name will be highlighted. 

Now the crew must decide: To accuse or not to accuse! 

■ If all remaining crew members agree that the Suspect has Space Sickness, 
they must activate their controllers to confirm. 

The crew must be both sure and quick-because if they do not confirm 
within a short time, they will automatically return to the view screen. 


The Outcome 

If the Suspect does have Space Sickness, Mission Control will send a 
congratulatory message and award each crew member 2,000 credits! 
The Mission then resumes. 

But, on the other hand, if the Suspect does not have Space Sickness, 
Mission Control issues a message of condolence-and the mission ends! 
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SIGHTING AN ARTIFACT 


Once you and your crew choose a destination, you begin your cruise 
through the cosmos, with only the stars for company. Anything can happen 
-and will! 

A hazard may confront you or the Artifact you charted may appear. Stay 
prepared to launch your Probe or negotiate a hazard 

■ Watch the gauges at the bottom left and right of the View Screen The right 
gauge will flash to warn you of an upcoming hazard and prompt you to 
launch your Probe. To bring an Artifact aboard, you must use the Probe 



16 







To Probe or Not to Probe 

There are several factors to consider: 

■ Is this a new and possibly valuable Artifact? Artifacts are as powerful and 
mysterious as the alien civilization that left them behind. All are interesting 
and possibly valuable: but, depending upon mission complexity, some may 
endanger your crew, your ship and your mission. 

If you have seen an Artifact before and you know that it is dangerous, you 
may think twice about probing it. 

■ What is your time and energy status? Consult the time and energy gauges 
below your view screen. 

If your energy is low. you may want to snag an Artifact just for its burn value. 
You can increase the Argos’ energy status this way. On the other hand, it 
costs the ship 100 units of energy to launch a Probe and it also costs energy 
to beam an Artifact aboard. 

If time is running out and you think you have fulfilled your mission, you may 
want to return to the Artifact Map (|J3]) and then head back to Mission 
Control! 

In any case, you will have to think both carefully and quickly because you 
only have a brief period of time to launch your Probe. 

If you don t want to probe an Artifact, the Artifact will vanish from your view 
screen. You will have to return to the Artifact Map if you want to visit it again. 

Note: First-tim e crew members may wish to put the mission on hold 
( I RESTORE I ) just after launching a Probe in order to consult this manual 
for guidance. 
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LAUNCH THAT PROBE 



Artifacts 

Forcefield 


Probe 


Artifacts are sprinkled throughout the universe. How do you penetrate 
these cosmic enigmas? How do you extract clarity from chaos? 

The first step is to capture an Artifact. When the ship arrives at an 
Artifact, the Artifact will glide into view and beep. To snag it, the crew must 
launch a Probe. 

To launch a Probe, all crew members must activate their controllers 
together as soon as an Artifact is in reach. 

The next step is to penetrate the Artifact’s forcefield. Once a Probe is 
launched, an Artifact will protect itself with a forcefield. To penetrate it and 
capture an Artifact, the crew must do the following: 

■ Crew Member One (keyboard) must match sound: 

Lightly tap keys Q] to [9] until the sound becomes smooth-then the Probe 
and the Artifact are emitting the same tone. Sometimes, there may be 
no tone. 
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■ Crew Member Two (joystick) must coordinate placement: 

Use the joystick to keep the Probe centered over the Artifact. Note: The 
Probe moves very slowly. 

■ Crew Member Three (paddle) must match color: 

Turn the paddle so that the Probe and the Artifact are the same color. 

■ Crew Member Four (paddle) must control spin: 

Turn the paddle so that the Probe stops spinning. 

Be alert! Even after sound, position, color and spin are matched, any or all 
conditions may change and require rematching. 

An Artifact s forcefield lasts from 15 to 120 seconds. If you fail to capture the 
Artifact, you will return to the Artifact map. 

When all crew members simultaneously accomplish their tasks, the 
first one to activate his or her controller will beam the Artifact aboard 
and get extra shares in that Artifact! Note: Every time a controller is 
activated, the ship will lose 100 energy units and the responsible crew 
member will lose 20 personal credits. Also, the crew member who beams 
the Artifact aboard will sacrifice 10 credits to do so. 

When there are fewer than four crew members involved, the tasks will be 
limited to those whose controllers are active. 
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THE ARTIFACT CHAMBER 


You have endured the rigors of intergalactic travel, taken risks and 
weathered hazards. You have planned, plotted and journeyed far and 
finally, your teamwork is paying off. Together you have captured and 
probed an Artifact. Now it is time to learn about your find 

Enter the Artifact Chamber Within it you will test and discover much about 
the captured Artifact the universe-and each other! 


The Chamber 



Each time you successfully probe an Artifact, it will be beamed into an 
Artifact Chamber. The ship’s hold contains ten chambers and each one will 
hold a single Artifact. 

The chamber stores both the Artifact and much information about it. Some 
of that information is straightforward. Some of it is as perplexing as the 
Artifact itself. 

How deeply you and your crew explore each Artifact is for you to decide 
Consider your group and personal goals; now is the opportunity to 
fulfill them. 

There are nine types of Artifacts: Life forms, raw materials, commu¬ 
nications, food, transportation, entertainment, medical, general and com¬ 
binations (any two types). 
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Testing the Artifact 

Only in the Artifact Chamber can you test an Artifact and discover its poten¬ 
tial value. The testing process begins as soon as you beam it aboard. 

■ When an Artifact enters the Artifact Chamber, it appears within the gray 
frame. It may emit a sound or it may move. Listen carefully and study the 
Artifact s shape. These are your first clues. 

■ The name of the Artifact will appear at the top center. Consider its possible 
meaning and that of the statement below it. These are your second clues. 

■ The Values Box will display more information: 

Burn Value informs you of the Artifacts energy value if it is burned for Ship 
Energy. This amount has no relationship to Return Value and varies from 
mission to mission. 

Return Value will appear in clue form after you do the Use Test. This value 
will be awarded when you return the Artifact to Mission Control and also 
varies from mission to mission. 

Type refers to the kind of Artifact you found and will appear only after all 
tests have been completed. 

■ There are five kinds of tests you can perform on an Artifact: 

Materials, Input/Output, Culture, Connections and Use. 

Each will give you additional clues to the Artifact type (see DO YOUR BID¬ 
DING, page 23). Each will also cost you credits. 

Buying tests is not merely a matter of paying for them. Tests are done at 
your bidding and at a price you negotiate! 

The re are th ree other ways to use the Artifact Chamber: 

■ View other on-board Artifacts. If you have beamed aboard and stored 
other Artifacts, you may review them now. This option allows you to do the 
following: 

1) See, bid on, test or burn a previously captured Artifact. 

2) Check on your Artifact inventory. You can cycle through all nine cham¬ 
bers and see how close you are to accomplishing your mission. 

3) Review your personal status. As you cycle through the chambers you 
can take note of your own royalty shares in each Artifact and which ones 
are controlled by other crew members. Think about your group and per¬ 
sonal goals as you do this. 

To view tie next Artifact Chamber, Crew Member Two must move the 
joystick to Option 1 and activate it. Each time the joystick is activated, 
the next chamber will appear. 
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■ Review results of tests completed. Testing an artifact is a costly enterprise, 
but it can pay off when you take a second look at what you have learned 
This option provides: 

Perspective: Especially if your testing is a joint effort, reviewing results is 
a special bonus: It costs you nothing and it allows you to place your results 
in context. 

An Opportunity to Deduce: As you read and think about tests, you can 
make further educated guesses about an Artifact s most puzzling aspect: 
Its use! 

A Progress Gauge: Reviewing reminds you where you are in the testing 
process. Remember: You can do the first four tests in any order, but you 
must complete the Materials, Input/Output, Culture and Connections 
Tests before you can perform the Use Test on any Artifact. 

To review test results, Crew Member Two must select Option 2 and 
activate the Joystick. All test results for the Artifact in that chamber 
will be displayed for a short period of time. 

■ Burn it. There are almost as many reasons to burn an Artifact as there 
are to learn about it: 

1) Consult your Ship Energy level using the digital readout on the right side 
of the View Screen. If energy seems dangerously low. you may choose 
to burn the Artifact. 

2) Take note of the Artifact s Burn Value. If an Artifact s Burn Value is excep¬ 
tionally high, you may choose to burn the Artifact. 

3) Review your group and personal goals. You may discover that the 
Artifact you've captured does not "fit the bill" as stated in your goals. 

If so. you may choose to burn the Artifact. 

4) On Expert Missions, certain Artifacts may affect the ship by draining 
energy or turning off the View Screen. If so. the Warning Gauge will flash 
along with one of the View Screen gauges. You can avoid these problems 
by burning the offending Artifact. 

To burn an Artifact, Crew Member Two must move the joystick to 
Option 3 and activate it. All crew members must then confirm, then the 
Artifact will disintegrate, the chamber will empty out and the ship's energy 
level will increase. 

Note: If an Artifact happens to be a life-form, it will not burn. Instead, 
it will flee the ship and be lost to this mission forever. 

Caution! Never burn an Artifact requested by Mission Control. 
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DO YOUR BIDDING 


The time has come. You remind yourself of the simple directive that steered 
you through the depths of space, guided you through each hazard and 
aided you as you probed and beamed the Artifact you see before you: 

Your work in the ship's specially designed Artifact Chamber is critical to 
the success of your mission. You will be rewarded for your work.' 

As Mission Control counseled you, so will you do its bidding... and 
your own! 


Bid For Tests 

To unravel the mystery of an Artifact, you must test it. You may do so only in 
the Artifact Chamber. 

Paying for and performing a test on an Artifact will earn you royalty shares in 
it. The more shares you own. the more Mission Control will pay you for 
the Artifact at mission end. 

But the tests themselves offer information so vital to your understanding 
of each Artifact, that a bounty of credits alone will not buy a test for you. 

You must bid for the right to perform any test. 

To begin the bidding process, Crew Member Two must move the 
joystick to Option 4 and activate it. 


Choosing A Test 

As a crew and as individual crew members, you will have to choose your 
tests carefully. But bear in mind that the first four tests must be performed 
(in any order) before the fifth and most revealing test will come up for 
auction. 

m The crew member with the most shares in the Artifact selects the first 
test to bid upon and informs Crew Member Two of that decision. Crew 
Member Two moves the joystick to the requested test and activates it. 
The crew member who made the request then activates his or her 
controller to confirm the test choice. 
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■ All bids begin at 10 credits. 

Crew members are encouraged to discuss bids and offers with one 
another, beginning at the starting bid. Any crew member may call out a 
starting bid or bid higher Bids must be made in units of five. 

■ When the crew verbally agrees on who has made the highest bid, 
crew members must activate all controllers to confirm. 

■ Crew Member Two then moves the joystick to highlight the name of 
the high bidder and activates it. He or she then moves the joystick to 
display the winning bid and activates it again. All other crew mem¬ 
bers activate their controllers to confirm. 

After these procedures, three things will occur: 

1) Bid credits will be subtracted from the high bidder’s credit total. 

2) Royalty shares for that test will be added to that bidder's share total. 

3) Results of that test will be displayed for all crew members to view. 

You may now bid on another test or go on. Once you have done all your 
bidding, press El to go to the Artifact Map and chart a new course toward 
another distant star. 

Remember, the more royalty shares you own of an Artifact, the more 
credits you will receive at the end of a successful mission. 
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LOST IN SPACE 


You and your crew may explore any realm of the universe, capture and 
investigate as many Artifacts as you can locate as long as you have time 
and energy. 

Remember: A successful mission is a completed mission. And a 
completed mission ends at Mission Control. 

Watch your gauges and stay aware of the ship's energy level and elapsed 
time. This information is available on the View Screen and on the Artifact 
Map. 



When time or energy run out, the mission ends. If this happens before 
you return to Mission Control, the ship will return there automatically. 

Artifacts will be reviewed but no credits awarded. 


25 






RETURN TO MISSION CONTROL 


After you agree that you have met your Mission Objective, it is time to return 
to Mission Control. The journey home will be swift and the results will be 
revealing Mission Control awaits you! 


The Journey 


■ Go to the Artifact Map. Press 
flash. 


C= 


on the keyboard. Mission Control will 


■ Crew members: Activate your controllers. The ship will return to Mission 
Control 


The Results 

Once you arrive at Mission Control, you will receive a message stating 
whether or not you have successfully completed your mission. 

■ If the crew has not fulfilled its Mission Objective: 

1) No credits will be awarded for the Artifacts aboard, but 

2) Artifacts will be reviewed in the Artifact Chamber and their values 
displayed. 

■ If the crew has fulfilled its Mission Objective: 

1) Mission Control escorts the crew to the Artifact Chamber to confer duly 
earned credits. 

2) The Artifact in the first chamber will appear with a list of its credit values. 
Each crew member's name will appear along with his or her shares in the 
Artifact, credits earned for those shares and any bonuses earned. 

3) Press I RETURN! and the next Artifact will appear. 

■ Space Sickness: 

After all Artifacts have been reviewed and all credits and bonuses 
awarded, Mission Control will reveal the identity of any crew member with 
Space Sickness. 

A crew member who successfully fools the rest of the crew and accom¬ 
plishes the Space Sickness objectives will get a 10,000 credit bonus. 

■ Winning: 

If a mission has been successful, all crew members win. The crew member 
with the most credits is made Mission Leader. 

If a mission has not been successful, only a crew member with Space 
Sickness can become Mission Leader. 

Good luck and may the stars speed you safely on THE ARGOS EXPEDITION. 
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FROM MISSIOH CONTROL... 


The Argos Journal 

This journal is made available to members of THE ARGOS EXPEDITION 
This information will be helpful to you on future expeditions as you seek out 
and decipher the Alien Artifacts. 


ARGOS 





EPOCH I 

There are three known Epochs in the history of the Aliens. In Epoch I a 
creature with a thick flexible skin became the dominant life form among the 
Aliens. Linked to one another through their unique skin and coloring, the 
many descendants of this Alien creature proliferated on their home planet 
until it was teeming with a multitude of intelligent beings. 

The Alien culture centered around their capacity to ingest rocks and, through 
a complex chemical process, excrete a plaster-like substance which they 
molded into a variety of useful shapes and tixils. 

The ease of gathering food from the planet’s mineral resources meant that 
food production was not a major concern. However, the use of microscopic 
bacteria as a form of nourishment has startled scientists (although it is not 
unlike a whale surviving on plankton). Certainly the fact that the type of 
bacteria consumed determined an individual’s sex:ia 1 status is quite novel. 

It is now commonly held that the early life forms were dependent on the sense 
of touch as their way of communicating with one another. Although this 
meant cultural progress was limited to ideas w'hich could be conveyed on an 
individual-to-individual basis, it also built a solid basis for trust and mutual 
honesty which is virtually unknown in mass-communication societies. 

During Epoch 1 the low gravity of the home world was crucial to advances in 
technology. This was the Age of Mechanical Devices. Individual safety 
was not an overriding concern because of the life form's ability to absorb great 
physical shock. 

What did this developing culture do with leisure time? During Epoch I, 
athletic contests, music (based on vibrations) and practical jokes were most 
common. 

Several members of the Epoch 1 research team have proposed that the Alien 
society had a highly developed sensitivity to individual physical well-being. 
They cite the common availability of herbal remedies, evidence of spiritual 
incantations and appeals tor good health sprinkled throughout the language. 

Sometimes it is hard to imagine a culture which is both primitive and 
space-faring, but our early epoch studies show that this was the case. The 
society was as concerned about such everyday issues as feeding pets as it was 
with the larger questions of space exploration and industrialization. 

In summary, Epoch I laid the foundation for the evolution of a society which 
was destined to reach far out into intergalactic space and encounter the 
cosmic forces of the universe. The story of this transition is told in Epoch II. 
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EPOCH II 

The most significant factor during Epoch II was overpopulation and gradual 
consumption of the Alien home world’s mass. This eventually caused the planet’s 
destruction. Some Aliens were able to venture into the galaxy in search of new 
homes and new sources of food. 

The Epoch II Aliens undertook the creation of a galactic civilization. These 
ingenious, powerful, hut somewhat careless creatures began to evolve rapidly 
into a new form. Their thick protective skin gave way to a thin sensitive covering 
featuring agile appendages. Gradually their new civilization began to alter the 
mass/energy ratio of their portion of the galaxy. 

They discovered and experimented with a simple crystal which could “read’’ 
electronically encoded messages and grow its lattices into specific forms. The 
science ofCrystal Mechanics transformed the Alien civilization. The Aliens’ use 
of these crystals was the force which brought the galaxy’s mass/energy ratio back 
into equilibrium. 

New data has shown that the traumas of numerous planetary breakups and the 
hunger for new minerals and compounds led to a society which both glorified and 
depended on its solitary space explorers. The awe and mystery of space permeated 
the thoughts and endeavors of the Alien civilization and changed the course of 
their history. By the end of Epoch II, more than three fourths of the Alien 
population were solitary space travellers voyaging to and from the unexplored 
regions of the galaxy. 

It seems amazing that a civilization which was so far flung could hold together at 
all. Continuity of the culture depended on several factors. One factor was the 
universal practice of hibernation using a bizarre life form which somehow 
affected the Aliens’ mental vibrations. Hibernation allowed single individuals to 
make long space journeys and slow’ed down the pace of change in the culture. 
The discovery of a plentiful substance which prolonged life stabilized civilization 
even more. It led to further explorations of the galaxy and the first great crossings 
to other galaxies. 

Another factor which helps explain this space culture is their astonishing method 
of reproduction. Birth w as triggered through direct eye contact and a complex 
type of instant photographic reproduction. Our scientists have never been able to 
explain this process! After using up several solar systems, the Alien culture 
became determined to control overpopulation. Toward the end of Epoch II, there 
was a general taboo against many forms of direct eye contact. Most aliens spent 
their lives exploring space in solitary space vehicles. 
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Despite their farflung civilization, the Aliens were by nature social and fun 
loving. Distant space travel probably would not have been attempted if society 
had not perfected a communications technology which allowed transfer of 
personal messages across interstellar distances via pulsing light, sound and 
vibrations. In addition, the Aliens enjoyed challenging each other over long 
distances with complex games. When groups of Aliens met, their Halls of Mirrors 
reverberated with their merry sounds, artful vibrations and clever reflections. 
The Aliens loved to bash around on a planet’s surface in their beloved Rollerballs 
feeling the ultimate experience of the planet's vibrations. 

We now know that Epoch II Alien medicine, as well as their other sciences, 
depended on the art of achieving just the right mix of visual, physical and 
mental vibrations. The Aliens’ sensory system craved strong and delicately 
balanced vibrations as well as contact with the faraway thoughts and feelings 
of other individuals. 

Gradually the Aliens began to depend completely on the versatile crystals to 
protect them and provide them with shelter and nourishment. As their skin 
became more delicate, their communication systems became less effective and 
older members hibernated for years on end drifting in space protected by their 
dependable crystal ships and dreaming of the cosmos. 


EPOCH III 

The evidence surrounding Epoch III suggests some staggering possibilities. 

The powers, breadth of interests and scope of activity of this Alien race seem 
so far beyond anything we are familiar with that our best analyses are little 
more than guesses. The picture of the Aliens which is slowly emerging is of vast, 
linked, intelligent energy-fields, capable of practically any manipulation of 
matter or energy. They seemed to possess a surprising curiosity about the universe 
and its inhabitants. 

Apparently the intellectual level of Epoch II Aliens developed to the point that a 
physical body, with its limited size and slow, chemically-based information 
transfer system became a major constraint upon further evolution. We may never 
know how the first ’’thought-projection’’ from a crystalline-encased Epoch II 
Alien became a live self-sustaining energy field in Epoch III. But shortly 
thereafter most of the Epoch II physical bodies entered a state of trance and the 
race ot Epoch III beings was thought/bom. 

This sudden freedom from practically all physical constraints must have been 
heady indeed. We know that the race leapt with relish into feats of cosmic 
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engineering. Shaping solar systems, forming stars, even playing with time. They 
began to remake the universe to their liking. These abilities developed over a 
long period. We have found no indications of limits on the scope of their abilities. 

No longer requiring either matter or energy for nourishment, the Alien race 
developed a strong taste for information. Whether in the form of data, lists, 
directories, natural sequences, or organized in some other way, the Alien culture 
quickly devoured a prodigious amount of intellectual material. We do not know 
how this information helped these beings. 

While able to communicate instantaneously over unlimited distances and gain 
current knowledge of events anywhere, individual members of this advanced 
species seem not to have been in constant contact with each other. Perhaps 
the very nature of their collossal intellectual abilities required privacy and 
concentration for full utilization. Substantial communication between 
individuals appears to have been more the exception than the rule. The evidence 
we have of serious attempts to communicate between the Aliens are in the 
form of works of art or devices to enhance or interpret those works. 

Unlimited by space or time, Epoch III Aliens were able to go anywhere merely 
by force of thought. We have evidence of devices which refreshed their 
memory about the locations of places. Other objects point to occasional travel 
by several individuals at once. Natural force-lines of gravity and time seem to 
have been used either as aids in navigation or as types of propulsive energy tapped 
for journeys. 

Researchers have been amazed at the apparently playful natures possessed by 
Epoch 111 Aliens. Numerous instances of practical jokes or whimsical activities 
have been discovered. Of course these beings also appreciated higher forms 
of expression and developed ways to tune in on the forces of the cosmos. 

It is hard to imagine what sort of ailments or injuries could beset an entity 
composed of pure energy. Much of Epoch III biology is closer to our science of 
physics than physiology. But we have found some objects which appear to be well 
suited to easing stress and healing among such a race. We have no evidence of 
natural enemies or of violence among individuals. Conceivably such struggles 
would have been so destructive that the race itself would have been destroyed. 

THE ARGOS EXPEDITION will continue to investigate this fascinating culture 
and its history for as long as we discover new Artifacts. Your participation in this 
great exploration is appreciated by all of those at Mission Control. We hope this 
Journal will help you in your journeys. Good luck! 
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NOTICE 

CBS Software values its customers and believes they should be aware of their 
rights, not merely of ours, under the Copyright Law. To that end. we quote for the 
purchaser of this equipment the provisions of section 117 of that law which contains 
limitations on the exclusive rights of copying and adaptation which that law gives, 
among other rights, to copyright owners of computer programs: 

Not withstanding the provisions of section 106, it is not an infringement for the 
owner of a copy of a computer program to make or authorize the making of another 
copy or adaptation of that computer program provided: 

(1) that such new copy or adaptation is created as an essential step in the utilization 
of the computer program in conjunction with a machine and that it is used in no other 
manner, or 

(2) that such new copy or adaptation is for archival purposes only and that all archival 
copies are destroyed in the event that continued possession of the computer 
program should cease to be rightful. 

Any exact copies prepared in accordance with the provision of this section may be 
leased, sold, or otherwise transferred, along with the copy from which such copies 
were prepared, only as part of the lease, sale, or other transfer of all rights in the 
program Adaptations so prepared may be transferred only with the authorization of 
the copyright owner." 

Subject to those limitations, the purchaser of this equipment is granted a paid up 
non-exclusive license to use its software on one host computer. 
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HOW TO RUN THE ARGOS EXPEDITION: 


1. Insert the Mission Disk in the drive and close the drive door. 

2 Turn on your TV or monitor and adjust the volume. 

3 Now turn on your computer. 

Type LOAD "CBS",8 

When you see the word Ready." 
type: RUN 

THE ARGOS EXPEDITION will appear on your screen. After the introductory 
theme plays, you will be instructed to remove the Mission Disk and insert the 
Artifact Disk. The musical introduction may be skipped over by pressing any key 
on the keyboard. 

Note: 

Program may take a while to load. Please be patient. 


CONTROLLERS: 

Depending upon crew size. THE ARGOS EXPEDITION will use the Keyboard, 
a Joystick and a pair of Paddle Controllers. 

Make sure a Joystick Controller is plugged firmly into the first Control Port. 

If three or four crew members are participating, also make sure a pair of Paddle 
Controllers is plugged firmly into the second Control Port. 



CBS Software A Unit of CBS Inc . Greenwich, CT 06836 
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Client Department of the 
Exterior 

goal: Raw Material Artifact 
tee 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 013 



CmDRQIS 

leievisor- 

VCWSHOr 
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CliGnt Charlie's Centrifuge 
goal: Materials Test 
fee: 1000 Credits Each 

conditions: 

Both: Purchase A Materials Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 053 



CmDRQIS 

leievisor- 

VCWSHOr 
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Client: United Blends 
goal Combination Artifact 
tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 107 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Danpaul Limited 

goal Culture Test 

tee Salary Raise of 50 Credits 

conditions: 

Both: Purchase A Culture Test 
And 

Keep Artifact Intact Aboard Ship 

secret #: 121 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client: Mission Control 

goal: Space Sickness 

tee: Regular 50-Credit Salary 
Increases Plus 10,000-Credit 
Bonus 

conditions; 

Either: Get Crew To Burn Over 
’/4 Of Artifacts Collected 

secret #: 413 

Or 

Have Least Amount of Credits 
After Mission End Bonuses 
Are Paid 

secret #: 123 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client: USER Friendly 
Anonymous 

goal Use Test 

tee Double Reward For Each 

conditions: 

Both: Purchase A Use Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 156 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Resources Unlimited 
goal: Raw Material Artifact 
tee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact and Aboard 
Ship 


secret # 192 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client The Archeological 
League 

goal: Use Test 

fee: 1000 Credits Each 

conditions: 

Both: Purchase A Use Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 239 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Bio-Alterations 
Associates 

CfOd] Medical Artifact 
tee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 

secret #: 317 


CmDRQIS 

leievisor- 

VCWSHOr 
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client: 


Eon Products, Inc. 


goal Entertainment Artifact 
tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 326 





CmDRQIS 

leievisor- 

VCWSHOr 
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Client Associated Clinics 
for Health. Open-Air 
and Otherwise 

(A.C.H.O.O.) 

goal: Medical Artifact 
fee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 360 
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Client: InterGalactic 

Organization of 
Rogues (I.G.O.R.) 

goal: Life Form Artifact 

fee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 4$i 


CmDRQIS 

leievisor- 

VCWSHOr 
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Clienl Bigelow, Bigelow & 
Bigelow 

goal: Connections Test 
f©e Double Reward For Each 

conditions: 

Both: Purchase A Connections 
Test 

And 

Deliver Artifact Intact To Mission 
Control 


secret # 402 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Pathfinder Ltd. 
goal: Transportation Artifact 
tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 435 



CmDRQIS 

leievisor- 

VCWSHOr 
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Client Pounding Surf Corp. 
goal: Entertainment Artifact 
tee 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 436 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client The Central Cartel 
goal: Combination Artifact 
fee. 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 438 
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Client: Nightside Gourmet 
goal Food Artifact 
fee: 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 442 
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VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client Granny Ellie s Elixir 
goal: Medical Artifact 
fee: 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 517 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Aardvark Analysis 
goal: Materials Test 
tee Salary Raise of 50 Credits 

conditions: 

Both: Purchase A Materials Test 
And 

Keep Artifact Intact Aboard Ship 

secret #: 522 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client The Terra Firma 
Foundation 

goal: General Artifact 
fee: 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 537 
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Client: Matchbook U. 
goal: Input/Output Test 
fee: 1000 Credits Each 

conditions: 

Both: Purchase An Input/Output 
Test 

And 

Deliver Artifact Intact To Mission 
Control 


secret #: 539 


CmDRQIS 

leievisor- 
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client: sbc-tv 

goal: Communication 
Artifact 

lee: 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 569 
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Client: Mysterious Munchy 
Corp. 

goal: Food Artifact 

fee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 

secret #: 574 


CmDRQIS 

leievisor- 

VCWSHOr 
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Client Bigelow, Bigelow & 
Bigelow 

goal: Connections Test 
tee: 1000 Credits Each 

conditions: 

Both: Purchase A Connections 
Test 

And 

Deliver Artifact Intact To Mission 
Control 


secret #: 584 
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Client The Ministry of 

Filaments and Fibers 

goal: Materials Test 

lee: Double Reward For Each 

conditions: 

Both: Purchase A Materials Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 592 
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client Nine Lives 
Associates 

goal: Life Form Artifact 
tee: Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact and Aboard 
Ship 


secret #: 6(98 
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Client Kjan’s Harmonics 
goal: Entertainment Artifact 
fee: Salary Raise of 50 Credits 

conditions: 


Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 

secret #: 643 
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Client The Archeological 
Writing Expedition 

goal: Communication 
Artifact 

tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 646 
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Client: GPO G-Forces Co. 
goal Transportation Artifact 
tee 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 649 
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Client Exobiology Society 
goal: Life Form Artifact 
tee: 1000 Credits Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 656 
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Client The Ben Fry Co. 
goal: Food Artifact 
tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 1 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 716 
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Client Standard Sensors 
goal: Input/Output Test 
1©6 Salary Raise of 50 Credits 

conditions: 

Both: Purchase An Input/Output 
Test 

And 

Keep Artifact Intact Aboard Ship 

secret #: 751 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




client acme Interests 
goal: Combination Artifact 
fee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 


secret #: 756 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client: Contemporary 
Creations 

goal: General Artifact 
tee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 

secret #: 758 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




client: Mission Control 

goal: Space Sickness 

fee: Regular 50-Credit Salary 
Increases Plus 10,000-Credit 
Bonus 

conditions: 

Either: Stop Crew From 
Collecting More Than V 2 Of 
Artifacts Encountered 

secret #: 392 

Or 

Cause Ship To Run Out Of 
Energy: Ending Mission 

secret #: 809 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 





Client: International Acquirer 

goal Use Test 

tee Salary Raise of 50 Credits 

conditions: 

Both: Purchase A Use Test 
And 

Keep Artifact Intact Aboard Ship 


secret #: 879 



CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




client: Fluctuation 
Engineering 

goal: InputOutput Test 
tee: Double Reward For Each 

conditions: 

Both: Purchase An Input/Output 
Test 

And 

Deliver Artifact Intact To Mission 
Control 


secret # 906 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client Spectrum Salvage 
goal: General Artifact 
tee Triple Reward For Each 

conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #; 915 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client Magellanic Mines 
goal: Raw Material Artifact 
fee: Triple Reward For Each 


conditions: 

Both: Own More Than 20 Shares 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 934 



CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




client: The Orion Project 

goal: Culture Test 

tee Double Reward For Each 

conditions: 

Both: Purchase A Culture Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret # 940 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client Mission Control 

goal: Space Sickness 

tee Regular 50-Credit Salary 
Increases Plus 10,000-Credit 
Bonus 

conditions: 

Either: Prevent The Use Test On 
At Least V 3 Of Artifacts Collected 

secret #: 36 i 

Or 

Prevent Crew From Finishing 
Mission Before Time Runs Out 

secret #: 945 



CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 





Client: Bigelow, Bigelow & 
Bigelow 

goal: Connections Test 
fee Salary Raise of 50 Credits 

conditions: 

Both: Purchase A Connections 
Test 

And 

Keep Artifact Intact Aboard Ship 


secret #: 946 



CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client: The New Intergalactic 
Cultural Exchange 

(N.I.C.E.) 

goal: Culture Test 
tee: 1000 Credits Each 

conditions: 

Both: Purchase A Culture Test 
And 

Deliver Artifact Intact To Mission 
Control 


secret #: 952 


CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client: Portable Parsecs 
goal: Transportation Artifact 
tee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 


secret #: 975 



CmDRQIS 

leievisor- 

VCWSHOr 


ARGOS 

EXPEDITION 


SOFTWARE 


•TMofCCW Inc 




Client: The Wireless 
Workshop 

goal Communication 
Artifact 

tee Salary Raise of 50 Credits 

conditions: 

Both: Own More Than 20 Shares 
And 

Keep Artifact Intact Aboard Ship 


secret #: 98i 


